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Abstract. In this project, crowdsourcing science, technology, engineering and mathematics (STEM) content 
was used is to promote enjoyable, challenge-based English language learning to learners and instructors 
altogether. However, for this kind of facilitation to materialize is somehow vague as there is minimal 
empirical evidence of its execution in real life setting. This action research therefore, was conducted to 
explore the concept of engagement via crowdsourcing for gamification in education. Through an analysis of 
48 participants (pupils aged 13 to 14 years) and 20 facilitators who were involved in the ‘Young Scientist 
Camp’, the participants were assigned to crowd-source STEM content for revisions using English language. 
They then took turns to test their peers in other groups on STEM content using Kahoot!. Observations via 
video recording and focus group interviews were conducted to detect the evidences, and thematic analyses 
of crowdsourcing characteristics and engagement elements of gamification were presented in qualitative 
manner. The outcomes of this study are used to obtain general recommendations in engaging learners and 
applying crowdsourcing techniques in educational contexts. 
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1. Introduction 
The highlight of STEM in Malaysia alongside with the embrace of Education 4.0 has brought 
changes to learning methods. Personalized learning technologies, which are among the recent 
Web 2.0 and 3.0 evolutions, are transforming the landscape of learning to a more effective one. 
By customising learners’ learning needs, it is now a challenge to develop a ‘one-size-fit-all’ 
content and efficient personalisation strategies (Karataev & Zadorozhny, 2017). Engaging mil-
lennial generation learners in learning process, particularly, is pertinent as the role of the teach-
ers are no longer the ‘sage of the stage’. This means learners are now the partial producer of the 
knowledge through a series of meaningful engagement during the process (Tompkins, et al. 
2015). Hence, introducing educational gamification to learners can be a catalyst for a more en-
gaging classroom activity. In fact, gamification has become a popular tactic to encourage learn-
ers’ specific behaviours, and increase motivation and engagement. Huang and Soman (2013) as-
sert that using the element of gamification can make the contents to be more interesting, 
interactive and substantially participative. 
Apparently, this has caused the line between content creators and content consumers becom-
ing unclear due to large crowd empowerment of users to collaborate, organize and share 
knowledge known as ‘crowdsourcing’. Instructors and learners have been crowdsourcing con-
tent on almost any topics or domain including the creation of textbooks and other class materi-
als (Solemon et. al. 2013). However, for crowdsourcing and gamification altogether to material-
ize is somehow vague as there is minimal empirical evidence of its execution in real life setting. 
Can the gamified crowdsourcing activities stimulate engagement among the participants? 
Hence, this paper aims to find out the empirical evidences of learners’ engagement via crowd-
sourcing and gamification in revising STEM knowledge using the target language. 
